ZA WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES 


READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM. 
A very small percentage of individuals may experience epileptic seizures or blackouts when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or when playing video games may trigger epileptic seizures or blackouts in 
these individuals. These conditions may trigger previously undetected epileptic symptoms or 
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition or has had seizures of any kind, consult your physician before 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay 
if you or your child experience any of the following health problems or symptoms: 


¢ dizziness ¢ disorientation 
* altered vision * seizures 
* eye or muscle twitches * any involuntary movement or convulsion 


¢ loss of awareness 
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 


Use and handling of video games to reduce the likelihood of a seizure 

¢ Use in a well-lit area and keep as far away as possible from the television screen. 

* Avoid large screen televisions. Use the smallest television screen available. 

* Avoid prolonged use of the PlayStation®2 system. Take a 15-minute break during 
each hour of play. 

* Avoid playing when you are tired or need sleep. 


Stop using the system immediately if you experience any of the following symptoms: 
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the 
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a doctor. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation®2 system to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 


HAULING YOUR PLAYSTATION®2 FORMAT DISC: 

* This disc is intended for use only with PlayStation®2 consoles with the NTSC U/C designation. 
Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 


Welcome 


1929. A world on the brink of war. The forces of evil search for 
an ancient treasure—the most powerful artifact humankind has 
ever known. Only one man stands in their way. 


| His name is Indiana Jones. His fate—and the fate 
| of the world—is in your hands. 
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ar etting Started 
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open button 
memory card slot 2 disc cover 
memory card slot 1 on/standby/ 
= - eae reset button 
eS t 


. +——— IR receiver™ 


aie USB connectors 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according 
to the instructions supplied with your system. Check that the system 
is turned on (the on/standby indicator is green). Insert the Indiana 
Jones® and the Staff of Kings™ disc in the system with the label 
side facing up. Attach game controllers and other peripherals as 
appropriate. Follow the on-screen instructions and refer to this 
manual for information on using the software. 


Memory Card (8MB)(for PlayStation®2) | 
To save game settings and progress, insert a memory card (8MB) 
(for PlayStation®2) into MEMORY CARD slot 1 of your PlayStation®2 ) 
system. You can load saved game data from the same memory card 
or any memory card (8MB)(for PlayStation®2) containing previously 
saved games. 


Saving Data 


For more information on saving and loading, see page 12. 


DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS 
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left analog stick O button 
(L3 button when pushed down) Xb 
SELECT button ute” 


ANALOG mode button —————_ a 
START button 


° right analog stick 
_ (R3 button when pushed down) 
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Press [[ button at the 
Title Screen to access the 
Main Menu within Indy’s 
office. Inside, there are five Journ Deo 
selectable options: Journey 

Onwards, Journal, Passport, 
Extra, and Options. 


JOURNEY ONWARDS Salect & 
Continue your progress in j 
the single player mode or ; Re E 
replay completed levels to collect it 
any remaining Fortune artifacts. 

JOURNAL 
Use the Journal to view collected Fortune artifacts, check on 
your progress in Story So Far, view collected information on the 
Characters you have met, and view collected Notes. 

PASSPORT 
Select and manage game profiles. 

EXTRAS 
Play bonus content. Most Extra content requires you to collect a 
certain number of Fortune artifacts before it can be unlocked. 


OPTIONS 
Adjust Game Options, Sound Options, and set Screen Calibration. Fe 


in the upper left corner of 
the screen. The Health Bar 
depletes when Indy takes 
damage and refills at each 
save checkpoint. a eyed 
Enemy Health Bar: Displayed 
, above the heads of Indy’s 
) enemies. 


I H UD Rig Indy’s Health Bar: Displayed 


to his doom. 


Controls 
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Action Icons: Identify objects, items and obstacles with which you can 
interact. When in range the Action Icon will appear to display the type 
of action that you can perform with the object. Tap the © button to 
interact with the object at this time. The Action Icon will also appear 
When Indy can pick up an item. When the Action Icon appears over 
the item, press the & button. 


Action Icons also display where in the environment you can perform 
finishing moves on enemies Indy has Grappled. 


Bullets: Displays the number of bullets in Indy’s gun. (During Gunplay) 
Reticule: Identifies the exact position you are aiming Indy’s gun. 


Sprint Gauge: Red and green bar displayed at the bottom of the screen 
when Indy is running from an obstacle. If the bar descends too far 
into the red, the obstacle overtakes Indy. 


Last Chance Gauge: Red bar that appears at the bottom of the screen 
when Indy is dangling from a ledge. If the bar is depleted, Indy falls 
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left analog stick 


right analog stick 


R3) button 


, Character Navigation 
Camera Control 
Reset Camera 


Contextual Action (Wall 
Hang, Shimmy, etc.) 


OD) button (when prompted 
by Action Icon) 


| Pick Up / Put Down Object 
” Throw Object 
Use Whip 


4 button 
O) button (tap when holding object) 
R2 | button 


Punch / Attack with Object 


button 
R1| button 


Dodge 


\ 

Grapple 
ie 

i Aim Gun 


©) button 
right analog stick (During Gunplay) 


! Fire Gun 
f Reload Gun 
ce Take / Leave Cover 

Pause / in-game options 
: : Journal 
= ‘Highlight menu option 


Accept 
Go Back / Cancel 


R1 | button (During Gunplay) 
L1 | button (During Gunplay) 
left analog stick (During Gunplay) 
same Dutton 
ss, button 
left analog stick / directional buttons 
(in Menu Screen) 
(X) button (in Menu Screen) 
© button (in Menu Screen) 


Action and Adventure \ 
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WALK AND RUN 
Use the left analog stick to help guide Indy through his 
environment. Press the stick lightly to make Indy walk in a desired 
direction. Push the stick all the way to make Indy run. 


WALL HUG, LEDGES, AND SHIMMY 
In some instances, the only path available to Indy is a small ledge 
sticking out from a wall. To help Indy cross, guide him to the edge . | 
of the wall and press the © button when the Action Icon appears 
then use the left analog stick. 


If Indy does accidentally stumble off the edge of a ridge he will 
automatically grab the ledge. Press the left analog stick up to 
climb back onto the ledge, or left or right to shimmy along the 
ledge. Pressing down will cause Indy to drop, so be careful! 


In some cases, when Indy drops off a cliff edge, a recovery action 

will need to be preformed to prevent him falling to his demise. 

For more information on this action see Trap and Panic Moments 

on pg. 9. 
CLIMBING UP JUMPING DOWN, AND USING LADDERS 

If a ledge can be scaled, Indy will hoist himself onto it upon 

approach. If the wall is too tall to easily scale, Indy will grab hold of 

the ledge. Press up on the left analog stick to finish scaling the wall. 

Similarly, if Indy approaches a small drop he will jump down. If the 

drop is larger, he will grab the ledge. Press down to drop. ; 
SHOULDER BASH 

Some doors and rickety walls can be knocked down if Indy puts a 

little effort into it. If a door or wall can be forced it will be marked 

by an Action Icon. Approach the Icon then tap the © button 

when prompted. 
PICKING UP OBJECTS 

Indy can pick up several objects within his environment. Objects 

that can be picked up are marked by an Action Icon. The Action Icon 

will appear as a small red circle if you are too far away to use the 
item. When in range the action icon will change to display the type 
of action that you can perform with the object. Tap the @ button to 
pick up the object at this time. The icons appear red until you are in 
range to use it. To put the object down, tap the & button again. Indy 
can also throw the object right away by pressing the © button. : 
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USING TORCHES 
When exploring darker areas Indy will often need a torch to help light 
the way. Torches are marked by an Action Icon. Approach the unlit 
torch and tap the © button. Tap the & button to drop the torch. 
Once the torch is lit, it will act like any object Indy can pick up. 
Additionally, the torch can burn spider webs, bug nests, and bugs. 
PUSH AND PULL OBJECTS 
There are many large objects that Indy can push and pull to help clear 
his path. To push or pull an object, first approach it. When prompted, 
press and hold the © button. Use the left analog stick to move the 
object then release the © button to let go. 


USING YOUR WHIP 
An adventurer’s greatest asset is often a Bull Whip. Indy can use his to 
Overcome many challenging obstacles, from swinging over ravines to 
scaling walls. 
To swing over a large gap, approach the ledge. When prompted, press 
the | R2 | button. Indy will use his whip to grab onto the item and 
swing across. 
To use Indy’s whip to climb a wall, first approach the wall. When 
prompted, press the | R2 | button. Indy will swing his whip and attach 
it to the beam. Push up or down on the left analog stick to climb up 
and down. If there is a weak point in the wall along the way, Indy can 
perform a Whip Bash to brake through. To perform the bash, press the 
© button. 


Indy can also use his whip to grab items that are out of his reach. To 
do so, first approach the item. When prompted, press the (R2 | button. 
Indy will use his whip to grab the object and pull it to himself. 

TRAP AND PANIC MOMENTS 
lf Indy steps into a trap, you will be prompted to quickly react. Tap 
the indicated buttons to dive out of the way. Be careful because this 
button will change depending on the situation! 
lf the ground falls out from under Indy’s feet or if he finds himself 
running from a deadly trap, a bar will appear at the bottom of the 
screen and you will need to rapidly tap the correct button sequence 
to prevent Indy’s demise. 


Fists and Whips 


PUNCHING 

Indy is no stranger to a brawl and knows how to use his fists. Indy 
can string together devastating bare-knuckle combos. Tap 

the ®) button to throw a variety of swings and punches. 


GRAPPLING 

Press the | R1 | button to grapple the enemy in front of Indy. Once : 
grappled, use the left analog stick to move around with the enemy. 
While in the grapple stance, Indy can use grapple attacks, release, 
throw, or perform an environmental based contextual attack. 
Grapple Attack: 

Perform any punch by pressing the ‘~) button. As long as the enemy 
is held the punch will land. 

Release: 

Tap the | 81 | button a second time to release your enemy from 

the grapple. 

Throw: 

Tap the ©) button to throw your enemy away. 

Contextual Attack: 

All contextual attacks are identified by Action Icons. To perform 

a contextual attack, walk your enemy to an Action Icon and press 
the © button when prompted. Indy will perform a spectacular 
finishing move. 


USING YOUR WHIP 
Indy can also make use of his whip when forced into a fight to 
disarm an enemy, ensnare an enemy, or use the environment against 
his opponents with a whip Hotset. 
Whip Disarm: 
Press the | R2 | button to disarm an enemy. 
Whip Ensnare: 
Press the [| R2 | button to ensnare an enemy and then move the left 
analog stick down to pull him towards Indy. Indy will perform a cool ~ 
finishing move on the ensnared enemy. ak 
Whip Hotset: ae, 
Often the environment will provide helpful ways to take out enemies, 
such as precariously placed statues or faulty awnings. Hotsets are — 
identified with Action Icons. To set off a Hotset, approach the Action 

Icon and, when prompted, press the © button. oe 


Note; Not all enemies can be ensnared by the whip so you must find 
another way to take them out. 


DODGE + 
To dodge an attack press the © button. If you are successful in 
dodging a punch, Indy will spring up and counter the attack. 
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| USING OBJECTS 

| Once Indy has picked up an object, he can use it to give his attacks 
a bit more bite. Attack as normal while holding objects to do extra 
damage: Most objects will break after a few uses. Sometimes these 

broken pieces can be picked up and used as weapons as well. Indy 

| can throw objects at opponents by pressing the © button. Indy can 

: also perform quick throws by pressing ©) while close to an object. 


GUNPLAY 
When Indy is forced to draw his gun he will enter cover and wait for 
the perfect shot. While in Gunplay mode use the right analog stick to 
aim the reticule onscreen. When you are ready to shoot, use the left 
analog stick to exit cover and the | 81) button to fire. When Indy is out 
‘Of bullets, the (11) button to reload. 


> Fortune 
a \ t 


j Collect Fortune throughout your adventures to unlock additional 
a. in the Extras menu. 


A artifact represents a historical item from your current region’s 
You can examine all collected Fortune artifacts in your Journal. 


| Save and Load j 
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Indiana Jones and the Staff of Kings uses an autosave feature to 
Save your progress as you pass from Checkpoint to Checkpoint and 
at the end of each Chapter. While the saving icon is visible, the game 
is saving. During saving process do not turn off the power or reset 
your system. Make sure the memory card has at least 100KB of open 
space or you cannot save. 


| Profile Management ° 
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Indiana Jones and the Staff of Kings can support up to three separate 
game profiles, which are displayed in the Passport menu. Each time 
you turn on your game you will be asked which profile you would like 
to continue before entering Indy’s Office. 


From within the Passport menu you can continue a game by pressing 
the X) button over the profile you would like to play. You can also 
delete a profile by selecting the profile and pressing A. 


Original Indiana Jones music composed by John Williams. ® & © 
Lucasfilm Ltd. &TM. All rights reserved. Used under authorization. 
Published by Bantha Music (BMI). Administered by and/or co- 
published with Warner-Tamerlane Music Publishing Corp. (BMI). 


Uses Bink Video Technology. Copyright © 1997-2009 by RAD Game | 
Tools, Inc. 


Indiana Jones and the Staff of Kings uses Havok”. © Copyright 
1999-2009 Havok.com Inc. All right reserved. See www.havok.com 
for details. 
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Where to Find Us Online No) 
Visit the LucasArts Web site at www.lucasarts.com. From there you 
Can access the Support area where you will have the option to receive 
online technical support through Yoda’s Help Desk, browse technical 
documents, or leave a message for an online representative. 


Yoda’s Help Desk 


We are proud to feature Yoda's Help Desk, an interactive knowledge 
base, which is available in the Support section of the LucasArts Web 
Site at http://support.|ucasarts.com. Yoda's Help Desk offers solutions 
to technical issues based on information you provide. Visitors to Yoda's 
Help Desk will be able to receive technical support 24 hours a day, 
seven days a week. If Yoda’s Help Desk is unable to provide you with 

a solution to your problem, you will be given the option to submit an 
e-mail message to an online representative. 


Product Support Mailing Address 


LucasArts 

Attn; Product Support 
PO. Box 29908 

San Francisco, CA 94129 


LucasArts Company Store 


Visit Our secure online store at http://store.lucasarts.com. 
The Company Store offers a complete selection of LucasArts games, 
hint books and logo gear. 


You can also reach us by mail at: 
Lucasfilm - LucasArts Store 
Attn: Product Order 

PO. Box 29901 

San Francisco, CA 94129 


Lucasfilm Ltd. 
Attn: Returns 


sii 20100 S. Vermont Ave. 


Torrance, CA 90502-1475 


——— ( = 5 > rit gees - re = 
SOFTWARE LICENSE AND LIMITED WARRANTY 
PLEASE READTHIS LICENSE CAREFULLY BEFORE INSTALLING OR OTHERWISE USINGTHE SOFTWARE. BY 
INSTALLING OR OTHERWISE USING THE SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OFTHIS 
LICENSE. IFYOU DO NOT AGREE TOTHE TERMS OFTHIS LICENSE, DO NOT INSTALL OR USETHE SOFTWARE 

AND PROMPTLY RETURNTHIS PACKAGE AND ITS CONTENTS TO THE PLACE OF PURCHASE FOR A REFUND OR 

EXCHANGE SUBJECT TOTHE RETURN POLICY OFTHE RETAILER. 

The computer program, artwork, music, printed materials, on-line or electronic documentation, and other compo- 

nents included in this product and all copies of such materials as such as may be modified or updated (collectively 

referred to as the “Software”), are the copyrighted property of LucasArts, a division of Lucasfilm Entertainment 

Company Ltd. and/or its affiliated entities or divisions, and its licensors (collectively referred to as “LucasArts” or 

“Publisher”). The Software is non-exclusively licensed (not sold) to you, and LucasArts owns and/or controls all 

copyright, trade secret, patent and other proprietary rights in the Software. LucasArts may make improvements, 

modifications, or updates to the Software at any time and with or without notice to you, which may be automati- 
cally downloaded into the memory card(s) used in connection with the Software. Such updates or improvements 
may change the game play associated with the Software. 

Subject to the terms and conditions of this Agreement, you may use the Software, solely for your personal use 

and only in connection with a PlayStation2 computer entertainment system or a Sony PSP (PlayStation Portable) 

system. You may not circumvent or attempt to circumvent any technological measures in the Software or the 

media designed to prevent copying or unauthorized access. . 

All rights not specifically granted under this Agreement are reserved by LucasArts and, as applicable, their licen- 

sors. You may not: (1) copy the Software in its entirety onto a hard drive or other storage device and youmust » 

run the Software from the included Compact Disc (“CD”), Digital Versatile Disc (“DVD”), or Universal Media Disc 

(“UMD”) as applicable; (2) distribute, rent, lease or sublicense all or any portion of the Software; (3) modify or 

prepare derivative works of the Software, except as otherwise may be allowed herein; (4) transmit the Software 

over a network, by telephone, or electronically using any means, or permit use of the Software, in a network, 
multi-user arrangement or remote access arrangement except in the course of your network multiplayer play 

of the Software over authorized networks in accordance with its documentation; (5) engage in matchmaking for 

multi-player play over unauthorized networks; (6) design or distribute unauthorized levels; (7) reverse engineer the 

Software, derive source code, or otherwise attempt to reconstruct or discover any underlying source code, ideas, 

algorithms, file formats, programming or interoperability interfaces of the Software by any means whatsoever, 

except to the extent expressly permitted by law despite a contractual provision to the contrary, and then Only after 
you have notified LucasArts in writing of your intended activities; (8) remove, conceal, disable, or circumvent any 
proprietary notices or labels contained on or within the Software; (9) export or re-export the Software or any copy 

Or adaptation thereof in violation of any applicable laws or regulations; or (10) commercially exploit the Software 

Or any portion or derivative thereof, specifically at any cyber café, computer gaming center or any other public site 

without first obtaining a separate license from LucasArts (which it may or may not issue in its sole discretion) for 


Such use, and LucasArts may charge a fee for any such separate license 

You may transfer the Software, but only if the recipient agrees to accept and be bound by the terms and conditions 
of this Agreement. If you transfer the Software, you must transfer all components and documentation. Your rights 
in and to this license are automatically terminated if and when you transfer the Software. 

LucasArts warrants to the original consumer purchaser only that the media furnished in this Software will be free 
from defects in materials and workmanship under normal use for a period of ninety (90) days from the date of pur 
chase (as evidenced by your receipt). If the media furnished in this Software proves to be defective, and provided 
that the original consumer purchaser returns the media to LucasArts in accordance with the instructions inthis 
paragraph, LucasArts will replace the defective media: (a) free of charge to the original consumer purchaser, if the 
media proves to bé defective within the ninety (90) day period following the date of purchase, or (b) for a fee of 


$15.00 (all references herein are to United States dollars) per DVD, CD, or UMD, if the media proves to be defective 
after the expiration of the ninety (90) day warranty period, provided that the request is made within a reason- 

able time from purchase, and LucasArts continues to distribute the DVD, CD, or UMD commercially. To obtain a 
replacement DVD, CD, or UMD, please return the defective DVD, CD, or UMD only, postage prepaid, to LucasArts, 

a division of Lucasfilm Entertainment Company Ltd., P.O. Box 29908, San Francisco, CA 94129, accompanied by 

proof of date of purchase, a description of the defect, and your name and return address, as well as a check for 

$15.00 per DVD, CD, or UMD made payable to LucasArts if after expiration of the warranty period. LucasArts will 

mail a replacement to you. In the event that the Software is no longer available, LucasArts retains the right to = 
substitute a similar product of equal or greater value. This warranty is not applicable and shall be void if the defect 

has arisen through abuse, mistreatment, neglect, or from normal wear and tear. LucasArts has no obligation to 
provide support, maintenance, upgrades, modifications or new releases under this Agreement. 

You expressly acknowledge and agree that use of the Software is at your sole risk. Except for the limited ninety 

(90) day warranty on the media set forth above, the Software and any related documentation or materials are 

provided “AS IS” and without warranty of any kind. LUCASARTS EXPRESSLY DISCLAIMS ALL WARRANTIES, 
EXPRESS AND IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY, 
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. LUCASARTS DOES NOT WARRANT THAT 

THE FUNCTIONS CONTAINED INTHE SOFTWARE WILL MEET YOUR REQUIREMENTS, THAT THE OPERATION OF 
THE SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS INTHE SOFTWARE WILL BE 
CORRECTED. LUCASARTS SHALL ALSO NOT BE LIABLE FOR ANY DELAYS, SYSTEM FAILURES OR SYSTEM 
OUTAGES WHICH MAY, AFFECT ONLINE GAME PLAY OR ACCESSTHERETO. LUCASARTS RESERVES THE RIGHT 
TO DISCONTINUE MAKING THE SERVER AVAILABLE (AND YOUR ABILITY TO PLAY THE GAME) AT ANYTIME AND 
FOR ANY REASON.THE ENTIRE RISK ASTOTHE RESULTS AND PERFORMANCE OF THE SOFTWARE IS ASSUMEI 
BY YOU, ANDYOU (AND NOT LUCASARTS) ASSUME THE ENTIRE COST OF ALL SERVICING, REPAIR AND/OR COR. 
RECTION. SOME JURISDICTIONS DO NOT ALLOWTHE EXCLUSION OF IMPLIED WARRANTIES, SOTHE ABOVE 
EXCLUSION MAY NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE, SHALL LUCASARTS, OR ITS DIRECTORS, OFFICERS, 
EMPLOYEES, LICENSORS, LICENSEES OR AGENTS, SUCCESSORS OR ASSIGNS BE LIABLETO YOU FOR ANY IN= 


CIDENTAL, INDIRECT, SPECIAL, PUNITIVE OR CONSEQUENTIAL DAMAGES (INCLUDING DAMAGES FOR LOSS OF 
BUSINESS PROFITS, BUSINESS INTERRUPTION, LOST DATA, LOSS OF BUSINESS INFORMATION, "ANDTHE LIKE) 
ARISING OUT OFTHE POSSESSION, USE, INABILITYTO USE, OR MALFUNCTION OFTHIS SOFTWARE, INCLUD- 

ING WITHOUT LIMITATION, DAMAGE TO PROPERTY AND, TOTHE EXTENT PERMITTED BY LAW, DAMAGES FO} 


“EXCLUSION MAY NOT APPLY TO YOU. 
YOU AGREE THAT THE LIABILITY OF LUCASARTS ARISING OUT OF ANY KIND OF LEGAL CLAIM (WHETHER IN 
CONTRACT, TORT, OR OTHERWISE) WILL NOT EXCEED THE AMOUNT YOU ORIGINALLY PAID FORTHE USE OF THE 
SOFTWARE. YOU AGREE TO WAIVE ANY RIGHTTO EQUITABLE RELIEF, INCLUDING, WITHOUT LIMITATION, ANY 
INJUNCTIVE RELIEF TO ENFORCE THETERMS HEREOF. THE PARTIES ACKNOWLEDGE THAT THE LIMITATIONS OF 
LIABILITY INTHIS AND OTHER PROVISIONS OF THIS AGREEMENT ANDTHE ALLOCATION OF RISK HEREIN ARE 
AW ESSENTIAL ELEMENT OFTHE BARGAIN BETWEENTHE PARTIES, WITHOUT WHICH LUCASARTS WOULD NOT 
HAVE ENTERED INTOTHIS AGREEMENT. LUCASARTS’ PRICING REFLECTS THIS ALLOCATION OF RISK ANDTHE 
LIMITATION OF LIABILITY SPECIFIED HEREIN. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS DEPENDING ON THE 
: ‘LAWS INYOUR STATE. 
This Agreement is governed in all respects by the laws of the State of California as such laws are applied to 
agreements entered into and to be performed entirely within California between California residents, and you 
: hereby consent to personal jurisdiction in California. This Agreement will not be governed by the United Nations 


Convention on Contracts for the International Sale of Goods, the application of which is expressly excluded. You 
and LucasArts each agree that any claim or controversy arising out of this Agreement or the Software shall be 
A settled by expedited binding arbitration in accordance with the rules of the American Arbitration Association. Such 
arbitration shall take place in Marin County, California, and you waive any claim that such forum is inconvenient. 
Any such claim or controversy shall be arbitrated solely on an individual basis and shall not be consolidated with 
@ claim of any other party. The arbitrator may not change the terms of this Agreement. The arbitrator may award 
injunctive or other equitable relief to enforce the terms hereof; provided, however, that no injunctive or equitable 
relief may be awarded that would enjoin or impair LucasArts’ rights or ability to distribute or otherwise market, 
advertise, promote or exploit the Software. If it is judicially determined that any claim or controversy arising out 
of or related to this Agreement or the Software cannot be settled by expedited binding arbitration as noted above, 
then you agree that any such claims or controversies shall be brought and maintained in the state courts located 
within the County of Marin, State of California or the federal courts of the Northern District of California, and you 
Waive any claim that either such forum is inconvenient. The foregoing shall not preclude LucasArts from seeking 
any injunctive or other relief for protection of LucasArts’ intellectual property rights or similar rights in any court 
‘of competent jurisdiction, Because LucasArts would be irreparably damaged if the terms of this Agreement 
Were not specifically enforced, you agree that LucasArts shall be entitled, without bond, other security or proof 
of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such 
! other remedies as LucasArts may otherwise have under applicable laws. The prevailing party in any action to 
enforce this Agreement shall be entitled to recover costs and expenses including, without limitation, reasonable 
attorney's fees. LucasArts shall have the right, but not the obligation, to defend or settle, at its option, any action 
OF proceeding arising from a claim that your permitted use of the Software infringes or misappropriates any 
patent, copyright, or other ownership of a third party. You agree to provide LucasArts with written notice of any 
such claim within ten (10) business days of your first knowledge thereof and to provide reasonable assistance in 
the defense of such claim. LucasArts shall have sole discretion and control over the defense or settlement of such 
¢laim, unless it declines to defend or settle such claim, in which case you are free to pursue such course of action 
#8 you reasonably determine. LucasArts is under no obligation hereunder to indemnify or hold you harmless with 
een to any actions, proceedings or claims. In the event of such a claim, or if LucasArts believes such a claim is 
likely, LucasArts may: (i) procure for you the right to continue using the Software; (ii) modify the Software so that it 
becomes non-infringing; or, (iii) terminate this Agreement. You agree to comply with any court judgment or other 
conditions imposed on you or LucasArts as a result of an allegation of patent or copyright infringement (whether 
by court order, agreement or otherwise), whether or not such judgment or conditions contradict the conditions of 
this Agreement, including without limitation, ceasing use of the Software. 
ifany provision of this Agreement is held to be invalid or unenforceable, such provision shall be struck and the 
Validity and enforceability of the remainder of this Agreement shall in no way be affected or impaired thereby 
and such provision shall be enforced to the maximum extent possible so as to effect the intent of the parties and 
Shall be reformed without further action by the parties to the extent necessary to make such provision valid and 
@nforceable. LucasArts’ failure to act with respect to a breach by you or others does not waive LucasArts’ right to 
Fact with respect to subsequent or similar breaches, nor will any single or partial exercise of any right hereunder 
preclude further exercise of any other right hereunder. This Agreement sets forth the entire understanding and 
d @greement between you and LucasArts with respect to the subject matter hereof. Except as provided herein, this 
Agreement may not be amended except in a writing signed by both parties; provided, however, that LucasArts has 
the right, without notice and/or without a writing signed by both parties, to amend this Agreement in connection 
with any modifications or updates to the Software 
The license term shall commence as of the date you install or otherwise use the Software. You may terminate 
this license by disposing of the Software. Without prejudice to any other rights of LucasArts, this Agreement will 
terminate automatically if you fail to comply with its terms and conditions. In such event, you must destroy all 
Copies of the Software and all its component parts. Your disposal or destruction of the Software and any compo- 
nent parts must be done in accordance with applicable law. Except for the license granted herein and as expressly 
provided herein, the terms of this Agreement will survive termination. 
if the Software is acquired under agreement with the U.S. government or any agency or instrumentality thereof or 
contractor therewith, it is acquired as “commercial computer software” subject to the provisions hereof, as speci- 
fied in 48 GFR 12.212 of the FAR and, if acquired for Department of Defense (DoD) units, 48 CFR 227-7202 of the 
DoD FAR Supplement, or sections succeeding thereto 
LucasArts, the LucasArts logo and INDIANA JONES are trademarks in the United States and/or in other countries 
"Of Lucasfilm Ltd. and/or its affiliates. © 2009 Lucasfilm Entertainment Company Ltd. or Lucasfilm Ltd. All rights 
reserved, 
‘Online play subject to online terms of use and privacy policy as may be available online at www.lucasarts.com or 
Such other site as LucasArts may designate. 
This game and manual are each a work of fiction. All of the characters, events, locations, logos, and entities 
yed in this game are fictional. Any resemblance to real persons, living or dead, or actual events, is purely 
incidental. 
x tts, a clivision of 
taht Leen Entertainment Company Ltd. 
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